
CONQUESTS 
OF CAMELOT 


INCLUDES COMPLETE WALK-THRU 


INCLUDES ALL AREA MAPS 


CHARACTERS YQli MAY NOT 


HAVE ENCOUNTERED 


:ssor 


WHXHHOD 







SIERRA QN-UMi INC * OOWttfiOOLD, CA 93614* |2(NJ 6ff3-09B9 

TU testates mdwmwk of Sierra QtvLine. Inc. # a a , &{5 , s'KtBd b-aflemarli ai Sion* Or- Lrm. Ira 
Ci 1990 Stem Oi'tm*, inc Prirn«j in the U S 4 


CONQUESTS 
OF CAMELOT 


HINT BOOK 






INTRODUCTION 


Sheathe your sword, lay down your shield and read on. If you're here, you've 
undoubtedly been playing CONQUESTS OF CAMELOTI: King Arthur and the 
Search for the Grail And you have some questions, 

tf you've gone lo all the trouble to buy a Hint Book, it could mean that you're 
stuck at some point in the game and need some guidance to get through a particular 
puzzle or plot point. Or it could mean that you’ve finished the game and you want 
to pick up on the details and game points that you may have missed. Either way, 
this book is written lo help you. 

CONQUESTS OF CAMELOT was designed to challenge you on three levels; 
skill wisdom and soul. Your skill is tested by the various combat or arcade 
sequence^ butll tola fbe game. This sometimes only requires good reflexes, hut 
just as often it requires that you think about your opponent’s tactics and what 
strategy lo employ against it. 

Testing your wisdom is a major element of the game. This means gathering 
knowledge by observation and especially by asking about things and questioning 
the othcF characters you meeL Then you must think about the know ledge you've 
gained and put it lo use where needed. 

Soul refers to your spirtual purity and moral behavior In every legend of a sacred 
cup or grail it judges the worth of the one w ho tries to possess it. Thai worth is 
based on courage, goodness, compassion, faithfulness and so on — the positive 
qualities of humankind. Those are the qualities for which you will be rewurded 
and your soul judged in this game. 

One more suggestion: as you play the game, whether you are male or female, try 
to think as King Arthur would think and to behave as though you really are in an 
ancient land that is part history, part legend. Your title as “king" doesn’t make you 
an absolute reler. You must earn the respect of your people and knights in order 
to keep their respect, and lead by examples of virtue and valor. But remember that 
your tide means nothing in a foreign land where you are just a stranger, alone and 
in constant danger 
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IF voi: HAVENT FINISHED THE GAME 


To gel the fullest play trig pleasure from your game, only use the Him Book when 
you're really stuck, Don't skip ahead, reading all the hints ahead of where you’re 
going. That will ruin all the fun and challenge of being surprised and figuring 
things out for yourself. 1 strongly urge you not to read the Points List or the 
Walkthrough ahead of time, for that will really giveaway every thing before you’ve 
had a chance to enjoy finding it for yourself. 

Use the hints selectively, Find (he location in which you're having a problem and 
locale a question or comment that is the most like your problem. Even then, I've 
tried to give you levels of hints before giving an outright answer. Read only the 
first hint or two and try to solve your problem with that extra tidbit before you 
give up and read the final answer. 

To read the hints, hold the red "Adventure Window" beneath the question you 
want answered. The question will disappear and the hint will appear in the area 
below it. Every now and then. I may lead you astray with a fake him, just to see 
whether you'ire pay trig attention to the game or taking the easy way out by scanning 
everything. Remember that perseverance, determination and ingenuity are 
qualities of a good adventure game player. 

Don't be afraid lo save games, especially when you think, you're coming up on a 
problem that could be dangerous. Read your documentation book for instructions 
on how to save games. 

IF YOU HAVE FINISHED THE GAME 

You now know al least one way of gelling through the game, but of course (here 
are variations, sometimes more than one way of solving a puz-zle, more points to 
be gained, or maybe you just wanl to find all the goodies that game creators love 
lo sneak in. 

For you. I recommend reading the section entitled AFTER THE END OF THE 
GAME which is like a series of hints for things to try that you may have missed. 
Try new things when you play ibe game to see how it affects your points before 
you finally look at the Points List. Use the Priints List and (he Walkthrough only 
as a way of expanding additional game play, rather than using it us cheat and get 
through the game the easy w ay. 
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If for some reason yon have a problem or question thm Mill isn't found in this Hint 
Boole, you can get even more help by calling Sierra's 24-hour automated hint line 
at 900-370-KLUE[or900-370-5113 for California residents!. It costs 75 cents for 
the first minute, 50 cents for each additional minute and you must be over IS or 
have a parent 's permission to calf 

It’s taken Fcicr Ledger and me over a year to produce this game, aided and abetted 
by a talented leans of programmers, artists, composer and other creative souls. We 
ail hope you have a great time playing this game and dial you will refuse to copy 
or let others make copies of the game disks or game books. Piracy hurts Peter and 
I very directly, by depriving us of income that we>e worked hard to earn. 

I would love lo receive your letters on what you liked or didn’t like about 
CONQUESTS OF CAMELOT l You may write to me c/oSicmi On-Line, P.O.Box 
485, Coarsegold CA 93614.1 will personally read and appreciate them. 

Christy Mam 


INVENTORY OBJECTS 

Although King Arthur has to get his armour, shield and sword, I consider them to 
be a pan of him and arc not treated as separate Inventory objects. The Horse and 
Mule {including pack! arc treated as possessions and are not listed as inventory 
objects. 


OBJECT WHERE FOUND HOW USED 
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CWldat Plane 

King's Room, on the table 

To carry corns. 

English Coins 

Treasury 

Buy objects or information 

OF give as charity 

Lodcsionc 

in McHins chest 

Find true north 

Rose 

Queen's Bower 

Use 10 cross ice maze 

Boar Spear 

Hunter in Paresl Perikais 

FigM boars 

Lady’s Sleeve 

on the dead knight 
in the Forest Pentous 

Give in forest witch 

Iron Key 

on the alur in the 

Open lid of sacred 

rums on ClnlHibuiy Tor 

well 

CryMaJ Kean 

inside sacred well 

Use to cross ice 


on Glastonbury Top 

mire, then give ID 
lee Maiden 

lenisalnh PlUM 

gotten from Mohammed 

Carry coins, then give in 
Fatima 

A rati Coins 

Mohammed 

Buy <Ajc«sor give as charity 

Mirror 

from Pollen Merchant 

Give to Mari 

Veil 

from Moil 

Give in Textile Merchant 

Lamb 

from Steal Merchant 

Give to Sarah 

Green Apple 

from Apple Seller 

Em eo jam renewed strength 

Chan: oat 

from l^imp Merchant 

Give t a leprous beggar 

Ifcfttt 

tiom Lamp Merchant 

Give to Fishmonger 

Br™ 

from Lamp Merchant 

Give to Innkeeper 

Relic 

from Retie Merchant 

Give to Lamp Merc ham 

Grain 

from Grain Merchant 

Scalier on ground next to 
empty dove cage 

Elixir 

from Leprous Beggar 

Give to Galahad 

Pcntac le Medallion 

oti child's mummy in 
the catacombs 

Wear it for protection 

Golden Apple 

inside the sarcophagus 

Give to statue of Aphrodite 
in the catacombs 

Stone dove 

from the huik of Aphrodite 

Use and follow in the Temple 
of AphrwdiLc 




A MOUNT WH ERE USED WHAT YOU GET 



ARCADE POINTS 

The Arcade Difficulty (located in- lire menu under SPEED) ha* three settings: 
HARD. NORMAL. EASY. The lowest points arc for EASY ami the highest 
number of points arc given for using the HARD setting. 

Arcade points show up under SKILL in the scone categories. The points are given 
below for each selling. 


THE BOARS 

HARD NORMAL EASY 



THE JOUST 

HARD NORMAL EASY 



5 







































Copper 

Silver 

Gold 


5copper^ ] silver 
5 silver a I gtiW 
I gold = 5 Mlvcf 


25 copper = I gold 
l silver = 5 copper 
l gdd = 25 copper 


1 diver 

Chapel of the Two Gods 

Mithras’' Rkwmg 

1 gold 

Chapel of the Two Gods 

Muhnas 1 ’BlrtJirng 
jnd Vtaktu of Three 
Missing Knights 

1 silver 

Chapel of the Two Gods 

CmvlVBIevsing 

1 gold 

Chapel Of the Two Gods 

Christ*s Blessing 
and Vision of Grad 

1 copper 

Widdershins 

Safe pjmajie 

1 filter 

Hunter. Foren Perilous 

Hunter’* pelts 

1 gold 

Hunter, Barest Peril™* 

Boar Spear 

5 silver 

Altar nf the Old Ones 

Iron Key 

1 silver 

Southanfrton 

fare to Duhhn 

2 silver 

Southampton 

fare to Rennes 

l gold 

Scurthamptcm 

fare to Rome 

2 gold 

Southampton 

fare m UtorHlovuca 

5 gold 

Southampton 

fare to Go/a 

4 copper 

Of 

MtrcmaiKs ai (he 

Zion Gate 

Safe puvvage 

I silver 

Meitmarics .ti Uil- 
Zion Gate 

Safe passage 


Minimum coicii needed: 5 copper, 7 sj]vet, 4 gold 


Katfs. - copper 

Dirham = silver 

Dinar s gold 

FUs 

& fal» = 1 dirham 

16 fals = 1 dinar 

Diihtm 

4 dirhams « l dnur 

l dirham * 4 lain 

Dinar 

] dinar = 4dirhums. 

1 dinar ■. 16 fids 

Coins received ill Mohammed's purse: 


tHaJs (copperi 

4 dirhams (silver) 

2 dinars {grid) 


2 dirhams 

ftstleT} Merchant vshup 

Mirror 

ftfals 

Meat Mereliuim's shop 

Lamh 

i r.iK 

Ftlafet seller 

Felafel 

1 dinar 

Secresh 

Green apple 

2 faJs 

Lamp Merchant''. shep 

ChiiTwaJ 

I dirham 

I jrnp Merc ham s shop 

Hcrhs 

1 dinar 

Relic Merchant'* shop 

Relic 

5fab 

Grain Merchant’s shop 

Gram 


For each boar killed.... . 3 

Mas imum points ...9 h 


Each blow uj the Black Knight....6 4 

Winning the joust... 6 4 

Each blow from Black Knight ...-6 -4 

Mas iirutm points ... . .24 16 










FIGHTING THE MAD MONK 


TREASURY 


HARD NORMAL EASY 



THESARACEN 

HARD NORMAL EASY 


ACTION SKILL WISDOM SOUL 



QUEEN'S BOWER 


ACTION SKILL WISDOM SOUL 



KING’S ROOM 


ACTION SKILL WISDOM SOUL 



CHAPEL OF THE TW O GODS 

ACTION SKILL WISDOM SOUL 



COURTYARD 

ACTION SKILL WISDOM SOUL 


WIDDERSHINS 


ACTION SKILL WISDOM SOUL 




7 


8 






























Each blow 10 the Mad Monk...... 3 2 I 

Killing the Mad Monk....„...... 3 2 I 

Each blow from Mad Monk.,...-3 -2 - \ 

Maximum points..... .m****^™*.*, IS R 3 


Killing the Saracen...... 40 30 


study map of England 

look at scroll,.... 

road the scroll ....... 

get lodestone,........ 3 

ask about Grail„.... 

ask about Gawaine... 

ask about Laurtcdot..... 

ask about Galahad...... 

ask about symboE/peniacte ... 

ask about Ot Moor..... 

ask about Glistonbtiiy Tor ..... 

ask about Southampton .... 



changeckuhes ..... 3 I 

get purse.... 3 


get copper . 

get silver... 

get gold............. 

ask Troasuttr a hone Gawaine 


get rose ... 

ask Gwenhvver about Launcciot.. 


give silver lo Omst.*++♦ 
give gold to Christ . ..... 
give silver |o Mithras ... 

give gold to Mithras. 

ask about symbols. 


ask Guard about Galahad 
give money to Guard. 


give copper.. 

ask about Cermiwws 









































ACTION 


THE HUNTER 

SKILL WISDOM SOUL 



ACTION 


THE CROW 

SKILL WISDOM SOUL 



ACTION 


THE BLACK KNIGHT 

SKILL WISDOM SOUL 


ACTION 


SKILL WISDOM SOUL 


ACTION 


FOREST WITCH 

SKILL WISDOM SOUL 


BASE OFTOR 


ACTION 


SKILL WISDOM SOUL 


GLASTONBURY TOR 

ACTION SKILL WISDOM SOUL 






ACTION 

or MOOR 

SKILL 

wisdom 

SOUL 





ACTION 

SOUTHAMPTON 

SKILL 

WISDOM 

SOUL 






GAZA 

ACTION SKILL WISDOM SOUL 



10 









































3 


give money to Hiinier :L ... 

ask Hunter about Black Knight,, 

buy spear............... 3 

buy skirts..,.....,..,,,,,.,,,,.,,... 



accept challenge „.„..... 

get sleeve,..„„.......I 

talk to Father Tree..... 


agree to joust 


ask Gawaine about Grail 

save Gawaine...... 



give sleeve to Witch..... 5 

read rimes .....—----- 


f 


solve riddles Q pis. each). 
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ask about Old Ones..,. I 

ask about altar.... I 

ask Old Ones about mother-moon ..I 

give silver, _...1 I 

get key... . ..I 

get crystal bean .....—5 


recite Message of Rose.. .——.. 2 

tor use heart) 

crass ice maze.. . 10 

give heart in lee Maiden....10 

accept lee Maiden's challenge..... 5 

solved riddles (5 pts, each ..„„„.. 15 

Launcclot freed......—. 50 


.csk Harbourmaster about Galahad .....- ******** l 

ask about destinations I 

pay fare to Gaza, .5 


go with Ha an ... . .«««* I 

ask Scholar about Galahad.. I 

ask Scholar about Grail ............. I 







































DESERT 

ACTION SKILL WISDOM SOUL 



WALLS OF JERUSALEM 

ACTION SKILL WISDOM SOUL 



BAZAAR 


ACTION 


SKILL WISDOM SOUL 



CATACOMBS 


ACTION SKILL WISDOM SOUL 



ACTION 

TEMPLE OF A PHRODITE 

SKILL WISDOM SOUL 
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ask Scholar about guardians..... l 

ask Scholar about sis goddesses...,.,.,.„ 6 


ask Meri in about skeleton/camel*.„„ \ 

drink from Pool of Si loam..... 1 

ask about He«k iah „«♦**..... I 


give money to 5 

capture doves..5 5 5 


say no to Fatima once.....-.. 10 10 

say no to Fatima again,...ID 10 

ask about Goddess ..— I 

pass Test of Symbols.... 30 


bribe g>iai^j,,. r ^,- lv ,y, v , ,i|/ ( ,,,.., n ,,,,,,,,,,, .j 

scare off Yasser tJaffa Gale . I 


sell mule lo Mohammed... 10 

ask Seen?si about Grail v ;- r ^,- f - ir . - .. f . ir - f ...^.v., I 

ask Seeress about Galahad.... ] 

buy Tnuh apple........... 5 5 

buy m irror.5 

give mimw to Mari..,..,,....... 5 

gel veil from Man 5 

give veil lo Ibrahim__.... 5 

buy herbs ...—.... 5 

give herbs lo Hay yam 5 

buy grain.........~.... 5 

buy lamb,.. .. 5 

give felafel to urchin . .. 

give lamb lo Sara,...................__ 5 

buy reliC+~~...„....5 

give relic to Tariq/get broom....,.,...,.,.,...,,,,,,,,. 10 

buy charcoal... 5 

give broom to Achrned ........ 5 

give charcoal to beggar__5 


5 

5 

5 


20 

S 

5 

5 

5 


ask hierophant about Grail 

ask hierophant about Galahad..... 

get etixir/emer catacombs ...„••■ 5 

ask about mural of Adorns. 

read inscription on sarcophagus .. 


ask about mural of Hippolytus..... 

ask about spirals....... 

M about mural of Pygmalion ... 

ask about Gnostic ..— 

ask about Sophia ....... 

get medallion ..— .5 

get golden apple ......5 

give eli xiv to Galahad — 

give apple to statue,,,,,,.^,...,,,,,-,..,.......,....,,,.5 

pass question tesl/get dove_.„„... 

secret door opens.......5 


use dove.^, ....*5 

ask about spiral.... 

find Grail ,*«.......—.. 1DD 


show mercy lo thief.. 


20 


5 

100 


50 


100 

5 
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GENERAL QUESTIONS 


What Vl he Liber e\ Dir Irina? Where dt> [ find it? Why does Merlin tell me 
I already have it when Jfsnol in my Inventory? 



Sometimes when I ik ask aboiii" somelhing, Merlin will answer. So wfiat’s the 
difference between that and "ask Merlin about 11 something? 



What use du the designs in Ihe comers of ihe screen have? 



How do L see my points as I progress? 



CAMELOT 


Why can't 1 gel my sword and shield? 
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TOTAL POSSIBLE POINTS.„...162+ m 358 

*The Total of 368 Skill points .shown nn the game Score is incorrect. 362 is the 
highest score in the Skill category. 


refusenijram .. ... -50 

tel Guwainc die (after joust ... -SO 

leave Launocloi frown ..-50 

give money (o Yasser (Jaffa GWf)———^*+« -2 

ignore Merlin/retum |o desert..„„ -25 

give mule to Mohammed ..„ . iu 

sell lamb io Sara < Felafel Seller).-5 

sell veil to Ibrahim (Textile Merchant).. -5 

sell herbs lo Hayyam (Fishmongert,,,.,. -5 

.sell broom to Achffied tInnkeeper)-...,,.,.........,..... „5 

fall through Fatima s imp.„....-10 

lei Galahad die.*-.,.„„. TrH -,„.,,..... -50 


See also under Arcade Points. 
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This is the printed document hook Thai comes with your game. You’ll need to 
consult il to solve various parts of the game and this is my way of nudging you 
to have it hand). 


If Merlin is the only character available in Chat location who can answer you, 
then Merlin will always answer. If there's another character present, he or she 
will always answer a simple “ask about, , question. If you specifically wart 
Merlin loansw« when another character is present, then you need to use "ask 
Merlin about..." as a command. 

Also, if you just want to see if Merlin can help you a little* you can type "ask 
Merlin for advice." If he has special advice, he"II give il to you. 


The comer designs and borders, art: purely decorative. 

Except for those which are also visual dues. 

To check your points, go to the menu, select "Information" then select "Show 
score," 

The points are divided into three categories: Skill, for the fighting saliences: 
Wisdom, which is for asking the right questions and seeking information; and 
Soul, which is lor making the right moral decision*. 



You car. But things must be done in a proper order. Pay attention to Merim’s 
guidance. 

The very first thing you have to do is change your clothes. The rest follows 
automatically after that. 


Because they belong to Merlin, 

You con. Bui only if he says you can. 

















That isn't funny. I’ve got fleas. 



1 give up! 1 can't find I he lodrstone. 



I changed my mind about (he coins 1 chose. Am I stuck with I hem'* 



Why does <iwenhyver want to sell me a portrait of t j*unetful? 



What is the Message of the Rose? 
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Bui what does the Message of the Rose mean? How do 1 use it? 



How do I receive the blessings l need in the Chapel of the Two Cods? 



Why won't the portcullis open for me? 



] get hilled every time 1 try to leave Camelot! 



I'm on my horse* I'm riding away* hut my mule doesn't fallow me. How do I 
lead her? 


FOREST PERILOUS 


What (hies 1 his W iddtrshins character want? 



I've got nothing in my purse but pebbles and copper! What'll I do now? 



Ih 






































You can Jock at Ihmgs all you want. Hi's trying to lake things he doesn't w ant 
you lo have that w ill get you m trouble. 

Woof- Woof. Arf bow wow rowrf. 

So you do. 

Dont par it. Merlin will accept any reasonable apology. 

Type "I’m sorry/' 1 "forgive me" or "i apologize." 

Are you suit you looked ai everything in the room? 

Ask Merlin aboui his chest. 

Open the chcsL. 

He will. But you have to have something in which io carry it. 

If you have your purse, give it to the Treasurer, If you don't have it, go find it. 

Nol an all. Give rhe purse hack to ihc Treasurer and he'll start over again for 
you. 

Well, you probably left it lying somewhere. Look around. 

Go 10 your own King s Room and look on the table. 

She doesn'i. Yau J ve just been caughi reading u fake hint. For shame. 

You could kiss her goodbye a few limes. 

Then you could ask about her roses. 

Pick the Iasi rose in her garden 

Ii's on page 7 of your Liber c* [>oelTina, 

“Love is my shield/' 


As Gwenhyver told you. she’s placed a spell of guidance and protceibn on ihc 
rose. The Message of ihe Rose is I he exact words ihat will activate ihc spell. 
The trick is lo figure oul where and when to use Ihe rose. 

First, you must be kneeling. Then you can leave a com on ihc altar, provided 
you've gotten money from your Treasury. 

A silver coin cm each altar will give you the blessing of that god. 

A gold coin on each altar will give you visions, in addition to the blessings. 

Merlin tells you why if you try to open it. Are you paying aliention to him? 
You must he properly prepared to leave she castle. 

You must be wearing your armour and mounted on your horse. 

EHd you visit the Chapel oh he Two Gods? 

While in ihc Chapel, you must receive the blessings of both gods. 


Don’t worry about jour mule. She's well trained and will follow you al her 
own pact. 


J ust whai he says he wan ts — copper or tin. 

You don'l have any tin, so give him a copper coin. 

You didn i bring copper corns? You'll have 10 return 10 a saved game m the 
Treasury and start again from ihere, This time, make sure you take some copper 


Try giving Widdcrshins what he wanted in ihc first place. 
Give him a copper coin and he’ll undo his mischicf- 


I'm afraid so, hut you shouldn't be passing the shrine all lhat often anyway. 



Why can't I lake the skins, with me? 



I gave the Hunter gold, hut he hasn't given me the spear! 



But 1 don't have any gold for the Hunter! 



How do I get past the boars if my sword isn't long enough? 



I can’t get past these boars! I've tried and tried and 1 keep on getting killed* 



Can 1 use the harp in lull the hoars to sleep? 



I'm stuck in the jausl! 1 can’t gel ouL. 



How du I free Gauatne? 



What does the Forts* W itch want from me? 



How do I get past the sorcerous barrier? 



Why won't my mule come to me? 



What does it mean when theslonts glow? 



1 can't solve all five uf these riddles! 
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listen lo his hints. He's it poor man, 

Ci i i l" turn >1 coin and he 'H answer an y quest inn he can. 

Because you don't really need them and they would be an inconvenience io 
you. You mainly buy the skins as a way of helping oul the impoverished Hunter. 

He has io know ihat you warn ihe spear. 

Simply type "Buy [he spear" and us tong as you’ve given him gold (or (he 
equivalent in oUiet coins), he’ll give you the spear, 

He'll accept the equivalent in silver or copper. 

But you're going lo need silver and gold later. If you didn't bring enough 
money, you should restore to an earlier game lit Camelol* get the right corns 
from your Treasurer and continue on from l here. 

You need to have the right weapon lo kill boars. 

Go back to the Hunter and buy the hoar spear from him. 

Go to (he menu bar at the cop of the screen, select SPEED, and under thus select 
ARCADE DIFFICULTY. Set your level of difficully on EASY. 

If you’re already playing on EASY, all I can say is, keep at it, Either practice 
or luck w ill get you through eventually, 

TskTsk. There is no harp in this game. You're reading any old hint you come 
across, aren't you? 

Once you begin the joust it continues until either you or the Black Knight is 
defeated, preferably not you. If you're fmv ing trouble winning the joust, make 
sure your ARCADE DIFFICULTY setting is on EASY. Il\ in the menu under 
the heading SPEED, 


Try something simple and straightforward, like using what you have with you. 


Dismount, walk over (o Gawairte and type "tut shackles.." 

He’s badly injured and needs lo be sent back to CameloS He can't very wed 
walk and you don'i have the time to spare lo carry him. What docs thill leave 
you? 

Type ' put Gawarne on horse” or “send Gowaine to Camcloi." 

She wants something you should have found earlier in the forest 

It was un the dead knight propped against the boulder where the crow 

challenged you. 

She warns the lady \ sleeve tlut is on ihe dead knight's armour, 

The barrier i she Id in place by the five stones, There's a clue ahoui these sioncs 
on the witch's pedestal. 

Die five stones all used lo be poeis. The wiich turned (hem into stone* but 
didn't lake away their ability (o speak. 

You have lo talk to each stone or ask each stone for a riddle and solve all five 
riddles before the soreerous bamer will be gone. 

She'll come when she's good and ready, That’s how it is with mules. 

Once you'v e completed your tusks on ihe (op of Glastonbury Tor. your mule 
will once agjjn be glad to follow you. 

Merhn lotd you whai it meant. You need to pay iiitcmion to what Merlin tells 
you. 

It means you’ve solved ihe riddle of that stone and need lo go on to the nest 
one. When all five an: solved, you may pass. 

If vuti leave the room and come back again, you'll get a new set of riddles that 
may be easier to solve, 

Qr you can take the cowardly..ahero..I mean the easy way oul and read the 
answers to the riddles given below. 


THE STONE RIDDLES 


“Three lives have I, < ientlt enough to soothe Ihe skin* Light enough to caress 
ihe sky* Hard enough to crack rocks, Whai am 1?" 



“Lighler than what 1 am made of. More of me is hidden than is seen. What 
am I?” 



“When I am filled t can paint the way, When I am emply nothing moves me, 
[ have twu skins. One nil hour and one within, Whai am |?’ T 


nnNVukmi* ifi&M 

“If a man carried my burden He would break his hack, 1 am nut rich, but 
leave silver in my I rack, wha I am I?" 



"'My life can be measured in hours* 1 sene by being devoured. Thin, 1 am 
quick, Kal 1 am slow, Wind is my foe. Whai am I? 1 " 



“To unravel me you need a simple key* No key llial was made by locksmilh's 
hand, hut a key ihat only 1 will understand* What am 17" 



“Weight in my belly, Trees on my back, Nails in my ribs. Feet 1 do lack. Whai 
am 1?" 



“If you break me I do not slop working, If you touch me I may be snared, ir 
you lose me nothing will matter. Whai am l?" 1 


“I lurn around once, Whai is out will not get in. i turn around again, Whai 
is in will not get out. Whai am IT' 



“I am only useful when t am full, yet t am always full of holes. W hot amir" 



“You cun see nothing else w hen you look in my face, I will look you in theeye 
And I will never lie* Whai am 17" 



“1 drive men mad for love of me, Easily beaten. Never free. W hat am I?' 



“flittering points lhal downward thrust, .Sparkling spears that never rust. 
W hat am I?” 


"When set loose I fly a wav, Never so cursed as when 1 go astray* What am 

1 r 



“W hen young* I am sweet in Ihe sun* When middle-aged, I make you gay* 
When old, l am valued more than ever. Whai am 17" 



“I am always hungry, I must always be fed, the finger 1 lick will soon rum 
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What is a gas when heated* a liquid when normal and a soled when told? 
water 


Think ol something that is a floating mountain. 
iceberg 



There are two possible answer and neither of the two objects that are answ ers 
is of any ilsc w ithoul the other, 
key or lock 


A fisherman finds ii especially useful,, 
net or sieve 


I Whui would you use to look yourself tn the eye? 
minor 

Coins and jewelry are made nf it. 

gold 

Think of something you'd see in winter, 
icicles 

There are two possible answers. One is in your head; the other has feathers, 
arrow or tongue 

It can be eaten or drunk, 
wine or grape 

It also floats, 
ship or boat 

I t gives ofF Light and heat, 
fire or flame 

It is in your body, 

heart 


“Each morning J appear 1o lie at your feel* All day 1 follow no mailer how 
fast yuu run, Yet L nearly perish in the midday sun. What am I?” 



■Bright as diamonds, Loud as thunder, Never Mill, A thing nf wonder Whal 



■‘You heard me before. Yet you hear me again. Then 1 die* 'Til yuu rail me 
again. Whal am I?" 



“Lovely and round, 1 shine with pale light, grown in the darkness, A lady’s 
delight. What am IT* 



“Until 1 am measured I am nol known, Yet how you miss me When I have 
flown. What am IT’ 



All about, but cannot be seen, Can be captured, cannot be held. No thrnal, 
but can be heard. Whal am I?" 


“I am seen in the water if seen in the sky, 1 am in Ihe rainbow, A jay** feather. 
And lapis lazuli. What am I?*' 

QwiaftiWttlrettm 

'T go around in circks bul always straight ahead. Never complain no mailer 
where l am led. What am IT' 
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"At the sound or me, men may dream nr stamp their feet AII he sound of me. 
women may laugh or sometimes weep. W hat am ET' 



GLASTONBURY TOR 


I keep wandering around, but nothing seems tu happen. 



Help! I can’t get off the Tor! I keep going around in circles. 



Every time 1 try to talk to Ihe Monk, he walks away from me. 



Pve lalked to the Monk. Now what? 



How du I talk lu the Old Ones? 
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Il also disappear* tm a cloudy day- 
shadow 


livers are several acceptable answer and alt have in do with water 
waterfall, ocean* «a or wave 


ft tomes when you ycJL it conditions are righi. 

echo 


No, not the moon. Bui it resembles the moon, 
pearl 


There is never enough of it,, 
lime 


Considered one of the four, primary elements, 
air <u wind 


Also seen in sapphires and on very rare occasion* in t he moon, 
blue 


Humankind's earliest invention 
wheel 


H a a universal form af communication, 
muvic or sang 


First, you have lo find lhe Monk w ho lives on the Tor and talk to him. You will 
find him ji the south end of the Tor next to a covered well and a thorn tree. 
Ask him about things. Then when he goes mad. follow him. 

After he goes mad, you won t get any further along in the game until you kill 
him. 


That's because you‘nr caught in the Spell of Circular Entrapment, There is an 
object of power holding this spell in place. You must do several things before 
you can Rind this object. 

The first thing you tmrsi do is question the Monk until he goes mad. Then you 
must face him in combat 

Yes, he's certainly a cautious fdlow. But he will talk to you if you get close, 
hut not TOO close 

Obviously, if he's still talking to you .ind not try ing iu kill you, you haven't 
asked him the right questions. Ask him about places or objects associated with 
your mission. 

Get within talking range of the Monk and ask about the Grail or ihe well. Or 
draw your sword. That will also drive him mad. 

If he's gone mad and you don't know where ho is. walk around the Tor until 
you encounter him. 

Ask Merlin about the Old Ones for a clue. 

Merlin tells you that they tend to manifest in a plate where they were once 
worshipped. 

Go to the north end of the Tor, find the three-part iinctem altar and type 'talk 
to Old Ones," 


Bui Kim do J appease Ihe Old Ones? 



I don'l understand w hat I Vn supposed to do at the well. 



Hum do I get my hone back? 



OT MOOR 


How do 1 get across the Ice maze? 



OK* I brought the Ice Maiden the corned beef on rye. Where am I supposed 
to gel ihe mustard? 
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What is the object of power that she wants? 



THE LANGUAGE OF THE FLOWERS 


■When light is dim and courage fails, When heart against adversity rails. 
When it seems you will never see the dawn. This alone can drive you on." 


L 'lf a dream is abandoned* Or a purpose dies. These ure left with the dregs of 
bitterness and sighs," 


“Surrounded by giants. Your worries were few. Wonders abounded. The 
world was new," 



“W ise are they who seek It* Fools are they who believe without it, Scorn (hose 
who daim to own it." 



"It alleviates all pain and sorrows. The finuil end of all tomorrows, That to 
which we all must go. Rich or poor, high or low." 



“For its sweet sake. You suffer in silence. What we both mosi desire. But will 
never possess,” 



“It can be sweet on the longue. Or vile as a curse. To hear il is evil. To believe 
it ts worse."' 
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Yew "re redding Take hinis, you naughty person. 


Once you re at the atiar. type 'lalfc lo Old Ones" and they ’ll give you a due as 
to whal they want. Question the Old Ones until you figure it out. 

Pul five sil ver eoins on the al tar. TTwy must he silver, Copper of gold will mi 
work here. 


Assuming you’ve gotten the key from the Old Ones at the aiiar, assuming 
you’ve used ihc key lo unlock the lid anti opened ihe lid. assuming you're 
looking for something lhai might he IN die well, do whai you would do in a 
real life situation. 

Type “search well". 

You don't. Your horse has relumed lo Cairtelol, From here onyou IraVcl m 
fool. 


There are two ways to safely cross the Ice, You can use ihe rose or use the 
cry stal heart. Both will work once you hate walked out onto the tee beyond 
the edge of the Lake. 

To use the rose, type the Message of the Rose. Slay within the protective circle 
qf the petal whirlwind. Don’t waslc the rose because you can only use il 10 
cross ihe ice one lime. 

To use the crystal heart, simply type "use the heart’ 1 . You’ll see a close-up of 
the heart appear in ihe lower righthand comer of the screen. As long as the 
heart Is gold, you’re on safe ice. The inslanl the head turns puiplc, you’re in 
danger and must step back to a safe point right away. You can cross the icc 
with ihe heart as many limes as you like. 

Be warned! The rose and the heart do NOT use the same safe path across the 
ice. Don’t try to change from one in another when you’re halfway through ihc 
maze. 


The Icc Maiden only eals icecream, iced tea and popstdes. She wouldn't touch 
the corned beef on rye. 

Corned beef on rye?! Don - ! be silly. 


Ifs hidden on the top of Glastonbury Tor. 

Ifs ihe reason she is behaving in such a beamless fashion. 

Give her ihc crystal heart. 

□nee you’ve given the Ice Maiden what she warns, type ‘ free LaunceLoi" and 
hIvc'II present you with the test you must take to win his freedom. 

Almond blossom - hope 

Anemone = withered hopes 

Buitereup = childhood 

Chrysanthemum iwhitci = iruth 
Cornflower - celibacy 

Daffodil * death 

Forget-me-not = true love 

Lily (yellow) = falsehood 


"Fn time grief, li gives relief. If can lessen fears. Ease Ihe pain of tears." 



■Ob, it is splendid, ll has no peer. It scorns the lesser, And holds itself dean’ 



SOUTHAMPTON 


lYhal do I do if Cm oul of gold? 



Wh> is there nev er a ship 1 can take? 



How do I find oul what ship to lake or what it will cost? 



IN THE EAR EAST 
THE SCHOLAR 


I\e eaten all his figs and drunk all his qahwalu Now what? 



THE DESERT 


How do F find water? 



How dn L get through the desert? 



How do I get past the cobras? 



So what do I do with this thing I've found in Ihe tunnel? 













































Poppy trad* = consolation 


Yew have lo find the Pool of5ilnam tin the other side of the desert. 


Sunflower - haughtiness 


The Harbourmaster will accept the equivalent in silver or copper. 

If you don‘l have enough money, you have no choice btn lo restore lo a saved 
game in Came lot and make sure that this lime you leave with the right money 
and don't spend loo much of it along the way, 

Because you haven't done the two important things you must do before you 
tan leave England, 

First, you must find both Gawaine and Launcelot. Only then will you be able 
to board a ship at Southampton. 

Question the Harbourmaster. That’s what he\ there for. 

Ask him about fares and destinations. 


You'd better ask him a lot ot questions. He has informalum that will he vital 
to you later, 

Be sure you ask him about the si* goddesses. 

If you need lo see a symbol repealed, you can ask about that individual goddess 
and he'll show you her symbol again. 


There are two places to find water. If you hire Jabjr. he’tl lead you to a small 
pool - Notice the skeleton of the camel. Notice what your own mule does. Or 
rather, what she docs NOT do. 

Judging from the wisdom of your mule who does NOT drink, you should not V 
drink the water in this pool. 


There are two ways lhai will work Your lodcsmne will he very handy , if you 
have it with you. Directions change in the desert and you should consult is 
often. 

If you've hired Jahir he’ll lead you to a small pool. If you don't have a guide, 
starting at the hilltop overlooking the pon ol'Ciaaa you go north t away from 
tWaj. then easu south, east and this brings you to the small pool. 

Carefully, skirt around the camel skeleton and go east (lo the right) behind the 
rocks. Don't gooff the screen to the north iat the lopjor you'll be lost inertdless 
desert. Next you'll encounter a ravine called a wadi. Go north and this, will 
bring you to (he outside of the Pool of Si loam. 

Tile second method is to head north from the hilltop, turn cast, then continue 
going due east. This can get confusing unless you have the lodestone to help 
you. If you go due east without going off in any other direction, and do this 
Long enough, you will eventually come to the outside of the Pool of Siloam. 
If you don't have the lodcslonc. you can also hflt direction by looking at the 
shadowy They are always pointing to the cast, 

As Merlin tells you, the valley of the cobras is a dead end. literally. 

YOU can’t. Bu t observing Uu* direction tn which, she runs gives you a clue about 
where Jerusalem lies. 

Darkness, Water Not much else. 

Aha! You’re reading a nonexistent hint. That takes all the fun out Of the game. 
You should read only the hints you really need to read to get through * Specific 
difficulty in the game, 

Even something like this, which looks like it might he full of informal ion, can 
be deceiving. 

Not to mention irritating. 


THE WALLS OF JERUSALEM 


1 keep Retting killed by ihcse ihugs! 



THE BAZAAR 


There must be some way la slop Ihis thief from stealing my purse! 



I dort’l have any money and 1 can't figure out what I'm supposed t» do in ihe 
bazaar. 



Hww du I find the seems? 



Haw da I gel up lo Mari's roam? 



VVhat dues Mari want? 



Where cun 1 find what Mari wants? 
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OK. 1 gave Mari whal she wanted. Why won'i she give me what 1 want? 



Hey, 1 can get some of these characters In buy the things they want from me. 
I've turned a profit. Pretty smart, eh? 



U'hrr, A.r 1 flrtU » 



This Nubian meat nierchanl refuses to serve me. How- am 1 supposed to buy 



The grain merchanl won’t slop pacing. Ilnw am ( supposed lo talk lohim or 
buy grain? 
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You should have paid more attention to the good advice [he sea captain gave 
you. 

Bribe them* but carefully. Use four copper coins or one silver coin. Do NOT 
offer them gold or too much silver. 

He'll lake any amount of money you give him. Thai's because he's aeon artist. 
Try a less subtle form of persuasion 
Draw your sword. 


Maybe you ditln’i mention the veil to her yet. If she's, gone away front the 
window, call her to get her back, then either ask about the veil ant! type “get 
the veil." 


Have you looked ai your Soul Points lately? 

If you've sold something you should have given away* you will eventually 
reach a dead end, A very dead end. You may as well restore loan earlier game 
nghi now. 


Sony, this is a plot twist and is utterly unavoidable. He will always rob you 
and always escape in the alley. Turn your attention to finding a way to get more 
money. 


Talk to ihe characters. Find the Scenes and learn what she wants you to do- 
Thtnk about what you have that you could veil and who would warn to buy it. 
Sell vmtr mule to Mohammed, then do w hat the Secret instructs. 

She will reveal herself when you talk to her. 

Talk lot he old woman selling apples. 


He wocTl ever sell you the broom. Bui if you take his hints about wanting » 
relic, he'll trade you for it. 

At the shop of Ismail. "Antiquarius Ret" 

Anybody you like. Lei your imagination run free. 

I can sec you'ie not paying attention. 

Did you really tty to but the Grail from this fraud? 

I guess it's a good thing he didn't have one for you. Just think how ridiculous 
you'd feel waking around with a fake Grail. wondering why you hadn't won 
the game yet. 


Her entrance is somewhere else, well hidden. A stranger like you will never 
find it in the back roads of Jerusalem, So think of another way to get her 
attention. 

Yell or call for her. 


A mirror. 


He's upset about the smell of Hay yam's fish from across the street. 
You'll have to solve Hay yam's problem first. 


He’s aggravated by the smell front the fishmonger s shop. 
You’ll have to solve the fishmonger's problem first. 


From the man selling “Fiecilia." meaning pottery. 


Look for something that can cover up the bad smelt of the fish. 



The inside of Achmed's inn Is sure a mess. What am 1 supposed la buy from 
him? 



How can I meet this girl who keeps walkiop around with the cage nf doses? 



1 keep knocking at the doer with the star and crescent, bul nobody answers. 
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FATIMA 


I'm really enjoy ing t-alimu's dancing, hut she won't let me get close to her, 
What am 1 supposed to do? 



THE TEST OF THE SYMBOLS 


How am I supposed to know w hich is the right symbol in the Test of Symbols? 
They're not even in the Liber e* Doctrinal 



“She was the Goddess nf Bybkw.” 



“Among her other names were ’ Astroartfte,* ‘Attar-Samayin 1 and Ashlar. 1 



“The Israelites burned incense, offered wine and baked cakes in her honor.'* 



“She had a great shrine at Aphaca." 



“King Solomon built a sanctuary in her honor in Jerusalem.'' 



“Her priestesses were famous for I heir skill in astrology." 



"According lo Greek legends, she was born frum the forehead of Zeus.* 






























Buy the hcibs from 13 k tamp merchom and give them to the fishmonger. 


If you're seeing (he inside of the inn. you're not playing CONQUESTS OF 
CAMELOT. Go back to reading only the hints you really need 10 see. 


AIJ hie wunii is a bag of charcoal. 

There is only one logical shop la iry, 

Buy charcoal form Tariq. the lamp merchant. 


You don't have in get dose to her to talk i« her 

He's aomewK you’ve already mei in the ba/aor 
Go back (a the tu/aar and talk to the Leprous Beggar. 


Hed sure appreciate the gift of a felalel far signers. 

The best thing you ear do lo help the urchin is so bong the felafel seller what 
she warns, 

Buy lamb Irani the Meat Mere hull, give it lo Sarah and enjoy what happens. 

Once you've solved enough of (he cuber problems in (he bazaar, v on will find 
the girl, lone, in front of Mohammed's shop, Then you can talk 10 her 

Think of another place in the ha/aar where something WiS attracting bjpjv 
Huy a bag of gram from the grain mere ham and scalier it on (he ground nest 
to l«ie\ empty cage. 

She w ill only help you again when you've completed ALL the tasks she warns 
you to do in (he bazaar. 

Then nobody is home, 

When the time is fight* someone will open the door, 

First, you have j« complete all the iasks rhul the Secress wanh y ou Eo complete 
in the bazaar. 


This is llic price you pay tor not seeking knowledge earlier. 

Did y ou go w ith Hiuni at Gazn pon and visit the Scholar? Shame on you if 
you didn't. 

You must visit the Scholar amt ask him ahum die Sis Goddesses. It s up to you 
to make notes of the symbols. 

Astute 

Astute 

Astute 

Astarte 

Astute 

Asiatic 

Athene 


Athene 


“She was the patron of archilecK -sculptors, spinners and weavers.'" 



'The elemen t of brimstone was associated w ith her.' 



"The name of her major temple meant ‘virgin house."* 



"She w as renow ned For her w isdom, w hich was often represen ted in the form 
nf an owl sitting upon her shoulder" 



"In Creek, her name was ‘Kore' or ‘De meter. 



“She was a guardian of grains and the field/ 



‘■She was renowned as The Lawgiver' and her priestesses helped to found 
the legal system or Rome." 


“Her -.acred women were titled 'Matronae' and ruled Rome for hundreds of 
vears.*' 



“Toihe Egyptians* she was known as 'Haihor.*" 



‘ Another title for her is “Giver of Life/ 
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“She gate birth to the sun and granted immortality to rulers/ - 
“The i earlv flood of the Vile was caused by the tears she cried." 
“Her priests and servants were know ns as ‘Pastwphuri/ 


“The Romans knEW her by the name ‘Aphrodite."' 
"Mirrors are considered her sacred objects." 



“Her sacred day is Friday on which day her followers would eai fish." 


“Her sacred element Is copper/" 

“One or her most important shrines was on the island of Cyprus." 
“She was known to the Romans as ‘Hestia." 


“In I he ancient langua g e of Sanscrit, her nam e m ean s “shini ng.'*' 
"She is the Guardian oflrtllerttUiSt Things/* 


"Her sacred fire was tended by six women who took vows of chastity for Ihiriy 



























Athene 

Athene 

Athene 

Athene 

Cerets 

Celts 

Cents 

Ceres 

Ceres 

Certs 

[sis 

Isis 

Isis 


tsis 

Isis 

Isis 

\ 

1 Venus 

1 

Venus 

Venus 

Venus 

Venus 

Venus 

Vesta 

Wsta 

1 

I Vesta 

» 

Vesta 


Vesta 


“She is the guardian of home and hearth/ 



THE CATACOMBS 


How do 1 {jet into the catacombs? 



I can'! make any sense out of where Pm going in the catacombs. 



W here is Galahad? 



How can 1 avoid being bitten by rats? 



Then, how can I get the mcdflUtwi without being bitten by a rat? 
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I've been bitten by two or more rats. Would (his be a good lime tu eal ihe 
green apple? 





I’ve found Galahad, but nothing I do or use will save him. 




The Thing; in the sarcophagus grabs me as soon as I get too dose! 




1 can't figure out whai I’m supposed to give to the Thing in the sarcophagus. 




What am I supposed to du wilh Ihe bone? 






W'haf do I do w ith Ihe statue of Aphrodite? 
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Vesta 


Ask the hierophant 10 open ibe catacombs, but pay attention to hi* advice. 

You must do quite a few things before the way mil will be opened for you. Two 
such things to Man with is finding Galahad and, getting the pentode medallion. 

True, each room has a different noith-east^ouihwcsi mi of directions This is 
where you desperately need your lodestone. 

Or consult the map inside Khs-s Hint Bonk. To help you with this, when you first 
arrive in the town with the Mural of Adonis, you are Facing north and the mural 
w all is to the south, 

|f you explore enough, you'll find him 

Stoning from the room with the Murat of Adonis, go east, then east again, then 
north. 

When you're warned (o slay away from them, stay away from them. Keep a 
safe distance away from the mummies, 

You're carrying something long That would he a handy thing lo use. 

You car use your sword for more than hacking and slashing, you know. 

Type '■‘use the sword to gel the medallion" or "gel the medallion with the 

sword," 

You can't It’s a s itu! pan of the plot of the game ami completely unavoidable. 
Your moral strength and virtue are being tested, 


The green apple can only renew- your strength, it can’t cure the poison or a rat 
Kite, Its up tu you. hut you should 1 save rhe green apple until you really, really 
think you need it, 

Use what you werir given by the Hierophant 

You should have been given the vral ofdrxirb) the Hierophant, Give the elixir 
to Galahad. 

If soil don't have the elixir, you have to restore lo a previous game after Fatima 
tried to seduce you and successfully take her Test of Symbols, Then when you 
gn to the Hierophant to enter the catacombs, he will give you the elixir 
You look the elixir yourself? For shame. Then: was only enough to save one 
person. I hope you saved » game before you look the elixir so you cur go back 
to it. 

You need something that will protect you from the Thing, 

The inscription on the lid will give you a clue and you can safely read that by 
s landing toward that end of the crypt instead of near the open end. 

You must be wearing the penracle medallion. It’s tanging around the neck of 
a child's mummy in another room. 

Yon aren't supposed to give him anything. 

There's something inside the sarcophagus you’re -supposed lo get. Look inside, 
Get the golden apple inside the sarcophagus. 

Nothing at ail. You should pay more attention to Merlin when he tells you that 
something is useless. 

Ofcourse, you could try giving it to the Thing in the Sarcophagus. Just for fun. 
It won't help you with the game or win you any points, but if you fed like 
wasting time, go ahead. 

You need lo give her something. 

It's something connected to her mythology. Look for visual clues. 


I've forgotten the direction* (he sluiue gave me and U won't talk Id me again. 



THE STATUE’S QUESTIONS 


“What is Aphrodite** sacred number?" 



"in the kingdom of Flora, what represents terliUty and Is sacred to 
Aphrodite?" 



“In the kingdom nT Fauna, whul represents fertility and is sacred to 
Aphrodite?" 



Whom did Aphrodite love that was killed hy a boar?" 



"Who tell In love with Adonis and refused to release him from the Under- 



“Whu ended (he dispute between Aphritdile and Persephone over Adonis?" 



"Who transformed into a boar and killed Adonis?" 



“Where did Pygmalion live? 
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“Whuse company did Pgy nation disdain?" 


“Of what was the statue made, that Pygmalion carved?" 
"What did Aphrodite give to the statue to reward Pvgmalion?" 
“What is the name of the King who was father (u Hippolylus?" 


“I poo what did Hippnhtus ride to go to the hunt?" 

BHMMBBBBMBMMBBBBMgHGMB 

“Who did Aphrodite make to fall In love with Ifippolytus after he scorned the 
fioddess?" 


“Upon whom did Theseus call for vengeance upon Hippolytus?" 



THE TEMPLE OF APHRODITE 
I keep wandering around the Temple, hul nothing happens. 



hut what about that giant head? That must be there for a very special reason. 


Help! How do I get out of this fighl w ith the Saracen once Tve begun? 

































Put the golden Apple in her hand, 


Ask Merlin ubuut directions. He’ll give them to you again. 

Beginning with the room you're in, you must enter six doors in this order 
west.east, south, cas*. south. north. 


six 


apple 


dove 

Greeks 


Adonis 


Persephone 

Zeus 

Arcs 


Cyprus 


Aphrodite 


women tor woman, fern ate, girli 


ivory 

life * 

Theseus 

child oi 

Phaedra (or stepmother! 

Poseidon 

Ihppolylus 

You haven't wandered quite enough Once you've walked through all four 
sections of the Temple, the Saracen will appear 

You'd need a tope and you don't have one and you aren’t going lo find one. 
so forget about it, 

El s there because It looked great when the unisi drew it. 


You don't. 




Tvc killed the Saracen, but I can’t figure nut whnt to do next. 



t can’t figure out Aphrodite’s riddle. 



No, nol l he Thief again! How do I stop him'- 1 


Which would be a belter mute, to kill I he Thief or show hint mercy? 



Total Game Walkthrough 

IT is step-by-step walkthrough of the entire game is designed to show only the 
minimum steps needed to gel through the game, but Fvc laid it out to also show 
some of the alternatives that can happen. 

NORTH/SOUTIl/EAST/WEST DIRECTIONS: Any time I give a north, south, 
east or west direction, Fm referring to LODESTONE directions. Once you have 
the lodestone, you car determine where true north is for each scene by typing "use 
lodestonc" and it w ill appear in the upper righihand comer and show you which 
way is north. This is especially important in such mazes as the Desert and the 
Catacombs where directions are shifted deliberately to confuse you. Watching the 
directions of the shadows in the Desen will also help. 


WALKTHROUGH 


CAME LOT (FLOOR PLAN OF CASTLE FOR TRAVELLING FROM 
ROOM TO ROOM) 
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What did you expeci 1 Everything is at stake; [he life of Camelot and all your 
people- There is no other way to win the Grail except 10 defeat the Saracen. It 
it's really giving you trouble, make sure your arcade UiI fLculty level is set on 
“EASY."This is located under the heading "SPEED” in the game menu 
If you still have the green apple, NOW fe the lime to eat ft. immediately 
BEFORE you put on the helmet that the Saracen offers you. 

Use strategy and don't waste your waning strength with mindless blows. 
Remember to parry. Observe how the Saracen attacks until you *ee whul 
patterns his techniques follow, then use that (o your ad vantage. Save your Grot 
Blows for when they wilt really work. Otherwise, using Great Blow $ will only 
lake your strength away more quickly. 

Remember the wirds of the statue in the catacombs. 

She gave you something to use after you'd proven yourself with sword and 
shield. 

Type "use the dove.” Then make sure you follow’ the dove. 

By now, you should know her sacred number Look at the spiral over which 
she appeared- U‘s a lunar spiral, meaning it turns K» the lels. 

Turning to your left * hen facing the spiral, count out the places w here a pi liar 
stood until you find the sixth pillar. 

If you've tound the sixth pillar, push on it 

If it's the right pillar, it will move. If H doesn't move, it isn i the right pillar. 

You were warned all along that the Grail would judge whether or not you were 
worthy. Obviously, you weren’t worthy, 

You will fail in vaur mission if you did not save all three of your knights. 
Gawuine. Uuncclot and Galahad. The message or messages that appeared 
after the Grail zapped you told you whai you did wrong. 

This is the third, and final, unavoidable plot twisL There's nothing you can do 
to prevent the Thief from grabbing the Grail when you first find it 
But w hat happens after that is up to your quick reactions. 


That’s entirely up |o you. You have nothing to lose by killing him. though you 
may have someihing to gam by showing him mercy. 


Enter the KING'S ROOM 

Change into your travelling clothes and gear. Get your purse from the table. 
Leave room. 

Go to Merlin's Room. 

Talk to Merlin, then ask him about the Grail, GawaLiie. Galahad. LaUfttdPt. 
symbols. Leave room. 


(lo to the TREASURY 



TREASURY 




CHAPEL OF TWO GODS 



CAME LOT 



MAP OF ENGLAND ■ INFORMATION 



merlin 
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Talk to the Treasurer. Ask him about Gawaiue Give him your purse and hast 
him ft II h wiih capper, iliver and gold, coins. Make sun: you get the purse hack 
Leave through trapdoor. 

Go to (be QUEEN'S BOWER. 

Talk lo Gwenhyver and ask her about Launcelot- Rick ihc last rose. Ask your 
queen about the Message of the Rose. Leave bower. 

Go up the CHAPEL OF TWO GODS 

Look ai the altars. Go to Christ's a liar, kneel and give a stiver coin first, (hen 
a gold coin, Stand up, go over to the altar of Mithras, kneel and give a silver 
coin first, (hen a gold coin. Stand and leave chapel. 

Return to MERLIN'S ROOM- 

Ask Merlin about ihe Liber ex Doetrvnn. Look ai (he Liber ex Dovlruia. Look 
ai the scroll on his desk, then read Merlin’s translation, Look at Merlin's chest. 
Open the chest and take the lattes rone. Go over to ibe map in the back comer 
and study ii. 

Studying (be map w ill give you a close-up of il, Move around ihe map. study 
the information, and decide which places logo to search for The Grail. Hit F6 
io«fL 

Talk to Merlin. Ask him abom places on the map. Leave room 
Go to (he COURTYARD. 


Mount your horse. Don't worry about the mule, she'll follow. Ride over to 
guard at left of gate and ask him about Galahad. If you feel generous, lip him. 
Ride out the gate. 

Ride on down the toad. 

Go to Ol Moor 

Look around. Look at the Ice Palace, Travel east unlit you come (o the edge 
of ihc lake to your north. You will have to leave your mule and/or horse here. 
Recite the Message of the Rose then carefully stay within the rose petal 
whirlwind as it guides you across the ice. Enter the palace. 

Talk lo the lee Maiden. She Iran-ports you back to the edge of the lake. 

Head west until you leave Or Moor. 

Go w FOREST PERILOUS 

Pot a copper coin in ihe shrine lor Widdershins. Go west. 

Talk to the Hunter. Ask him about the spear. Tell him y ou want lo buy thespear 
and give him a gold coin. Go west, 

Mil spacebar to use the hoar spear. When you’ve killed all three boars, go 
northwest. 

Accept Ihe challenge delivered by ihe crow. Look at the skeleton Take the 
lady's sleeve. Go east. 


FOREST PERILOUS ■ BLACK KNIGHT 


JOUSTING W ITH BLACK KNIGHT 
FOREST PERILOUS - GAWAINK 


FOREST PERILOUS ■ FOREST WITCH 


FOREST PERILOUS - RIDDLE STONES 
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GLASTONBURY TOR 



FOREST PERILOUS - RIDDLE STONES 
MAPOF ENGLAND 
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Accept (he Black Knight’s challenge to joust. 

Unhorse the Black Knlghi three note* tv lore he unhorse?; you three times. 

Look at Gawainc. Dismount and cut Gawaine's shackles, Talk to Gawainc. 
then give him your horse and semi him hack to Camelol Go cast. 

Give the lady's sleeve to the witch. When she is gone, read the nines that appear 
on the pedestal. Go northwest, 

Talk to each store to get its riddle. Answer each riddle. Stan climbing the Tor. 

Go south until you find the Monk standing neat a well. Let* at the Monk Talk 
to the Monk. Ask him about the Grail. After he goes mad and runs off, follow 
him. When you catch up to the Monk and his illusions, draw your sword and 
defend yourself. You have no choice but to kill the Monk. 

After the Monk ts dead and gone, ask Merlin about the Old Ones, Find the 
altar in the wins. Talk to rile Old Ones and ask them about the mother moon. 
Pui 5 silver coins on the altar. 

Take the kev they give you and once more find the weSL Use ihe key to unlock 
the lkl, open the lid, then search the well. Go south out of the ruins. 

Leave the Tor and head south. Your mule will follow. 


Go hack to OT MOOR, 

Head east to the edge of the lake again. Use the crystal heart to cross the hike. 
Continue walking only when it is gold, if it turns purple, stop and reium to the 
safe spot immediately E Enter the Ice Palace. 


Give ihe crystal heart to the Ice Maiden, I.CT Nct know you want to free 
I . amicefni and accept her challenge to do so. She w ill take you into the nest 
room to the Miraculous Bush of Flowers. 

Again, accept her challenge lo lake her lest. Answer ihe three riddles she poses 
by choosing the correct flower. When you’re dime, ihe Ice Maiden will kad 
> ou back la Launcelm, set him free and reium you to the edge of the lake. 

Travel west until you leave Ot Moor. 

Go to the port ol SOUTHAMPTON. 

Talk lo ltie Hubourmasler and ask him about ships, destinations, fares and 
i ialahad. Buy passage la Gaza. 

You w ill travel from Southampton to Gaza, Pay attention to ihe Captain N 
advice. 


Ignore Jahir. Go with Ha/m, 

Ttilk lo the scholar. Ask him ahoul the Goddess, (he Sis Goddesses, the Grail. 
Galahad, guardians. Carefully take notes of ihe symbols he shows you, Ik will 
show you individual symbols again if you ask by name. You may eai figs and 
drink qahwah. 

Ignore Jabir again. Go straight ahead. 

C io cast, If you don’t know w hich way east itc use your lodestonc. In the no; I 
^txiion of desert* go south. In the neat seel ion of desert, go cast. This will bring 
you io a pool with a camel skeleton nearby. Jabir will aba be waiting for you 




















































Ignore Jahir and pay attention lo whit yourmute doe* Jabir will continue to 
bother you, so draw you! sword. That will send him rural mg, but Irani here 
on, watch out! labirwiil try to ambush you, Leave the pool by going around 
the skeleton and head east. You will skin a deep wadi idotl't (all in!) and head 
north. 

A native girl tuns away as you approach the Pool of Sikunt- Go down the 
staira. At ihc Pool, drink water. Ask aboul the pool and the aqueduct. Explore 
the aqueduct if you like, but it wont get you anywhere, so turn around and 
leave the pool, 

When you come to (he lop of the siairs, bead in the same JirtClior ihal ihc girl 
ran when you frightened her off. If Jabirhasn'i ambushed you yet. be especially 
on vour ituaid when you glimpse ihc walk of Jerusalem up ahead. Be read} 
to draw and sw ing your sword if he should attack. But he sure to shealhc your 
sword again before you reach ihe Zion Gale up ahead. Head for the walls. 

First, you reach the Zion Gate guarded by four dangerous mercenaries. Bribe 
them very carefully, noi too liitle and rwi ioo much Whatever you do, don i 
dnr*' your sword! When they have their bribe, tum left trad tollow ihe wall. 
Continue to follow ihc walls until you come to ihe Jaffa Gate, When assailed 
by Yasser, draw- your sword (o get nd of him. ITien enier Jerusalem. 

There is nothing you cm do to proven t the thief from stealing your purse. You 
may chase him into ihe alley, bui you will never ca tch him. Sell your mule to 
Mohammed. 

You will enjoy ihc whole hu/aar mom if you first wander around and lalk lo 
as many of the merchants as you can [a few will not be very- cooperative and 
one will not ijdfc lo you ai all Wail until last to ialk to ihe Seeres*. who is the 
old w oman selling apples. After you lalk lo her* buy an apple. Give her a gold 
coin, Pay careful attention to her instructions after you cal ihe apple, 

Gr> west Talk io Ibrahim, (he textile merchant Talk to Sarah, ihe felatel seller. 
Buy a felifel and give it lo ific urchin, You may buy and a felalel yourself, 
but be very careful how you spend your money. 

Go east, ihcn cross the streci and find Farabi, ihe pottery seller tFictilia). Buy 
a mirror. 


Go west to Mohammed‘s shop. Yell for Mari. Ask about the veil Throw the 
mirror to Mari, She will throw you ihe veil. Go across the sired and give the 
veil to Ibrahim. 

Go ease and continue down this side ot the street until you find Fawaz, the 
meai mereham (Tabulae Lanius). Talk lo Fawaz. 

Go west, then across the street and find Hay yam. the Fishmonger (tetanus) 
Talk lo Hay yum. , 

Go across ihe sired io Tariq. ihe lamp merchant (Lueemae), Talk lo Tariq. Buy 
herbs. Cross the sired and give the herbs to Hayyam. 

Go back lo Fawuz and buy a piece of lamb. Go wesi and continue down the 
street until you reach Sarah. Give her ihc lamb. 

Go easi on ihe same side of the street unitl you come to Ismail, ihe relic 
merchant 1 Ariliquarius Res J, Talk to Ismail, (hen buy j relic. 

Go west and return inTariq. Gn e him therelie. Take the broom. Go ^:rms the 
street, ihcn east, Go to the inn tGaupona) and kntxk on the door. Give Aehmed 
the broom, If you feel like it, spend the night there. 

Leave ihe inn and go tl£L Talk to the leprous beggar. 

Gross the streei and go wesi mini you come to Tariq, Buy a bag of charcoal. 
Go bock and give the charcoal to the beggar. 

Go wesi along the same side of ihc street all the way back to Mohammed 's 
shop. Talk io lone (the trying girl j. 

Go east io AIL* ihc grain merchant I Home urn I, Buy a bag of grain, Rcium to 
lorw. Scatier the grain on the ground next to ihe cage. 

Cross the street and go easi in ihe Seercss Talk lo ihe Scores*. She will give 
you ihc Strength Apple. Do MOT eat u yet! 

Go east until you come Hi Fatimas dtoor 1 marked by ihe star and ihe crescent i. 
Knock and enter. 

Say no to Fatima’s first attempt 10 seduce you. Say Ik> Id Fatima's second 
attempt lo seduce you* Ask her about Grail, Test, Galahad catacombs, 
hierophant. Give Fatima your purse Enter the door she's opened for you. 

Follow Fatima'* instructions and take the lest until you paw, Hu F6 lo exit. 

Leave Fatima's room. 

























































If you Fall through Fatima's trap, you'll rind yourself in the middle of 
Hcirekinb's Aqueduct, Head Inf the light until you reach die Pool of Silwim. 
then retrace your steps alt the way hack lo Jerusalem amt to Fatima's door. 
Knock and enter. Once inside, take the Test erf Symbols until you pass. Then 
leave her house. 

Go across the street. Talk lo the beggar. Ask him to open the catacombs. If 
you've passed the TcM of-Symbols, he'll give you the elixir. Do NOT drink ii 
yet? 

The catacombs sue very confusing. You will need to use yourTndestoue to find 
your way around. Look hi the mural. Go east into the nc*t mom. Go east again 
into the next room, Then go north. 

No. there s absolutely nothing you can do to avoid twine bitten by the rat when 
you enter this chamber. From no* on. your time is limited, so do nnt delay. 
Give Galahad the elixir. Leave this room. 

Look at the child’s mummy. Gel close, hut not too close, to the nght of the 
child's mummy. Use your sword to get the medallion from ike mummy. 

Go east, ihen north Head the Inscription on the lid of the sarcophagus, Go up 
to the open end of the sarcophagus. Get ihc golden apple inside the sar¬ 
cophagus. 

Gu north. then west. Give ihc golden apple to the vEaiue ol Aphrodite. Answer 
correctly six of the questions the sialuc puts lo you. Lisien carefully and make 
a note of the directions she gives you- When ihe secret doors open, use your 
lodcstofic and choose ihe door to the west 

When you come out of ihe dark, passageway, go cask then south, then easi- 
then south. When you come out of this dark passageway, go north. Look at the 
dead w arrior's skull. Take the siairs out of the catacombs. 

Walk .ill around the Temple so that you've seen each part of il When she 
Saracen appears and challenges you to a battle, eat the Green Apple. Lai ii 
BEFORE you put on the helmet. This would also be a very good time tt> save 
your game. Put on ihe helmet, Now you are irrevocably locked in battle until 
one of you is defeated. 


When you've defeated the Saracen, use the dove. Follow the dove until 
Aphrodite appears. Listen carefully to her words. Ask Merlin about the spiral, 
Facing the spiral on the inside of the Temple (not from the stainij. move to the 
left. Count the places where each pillar once stood until you come to ihe 
remains of ihe sixth pillar, Ptisb the pillar. 

There is nothing yoO can do to prevent the thief from snatching (he Grail. Chase 
him through the Temple, down the stairs and min the alley. 

Once you have him trapped in the alley, you may either kill ihe thief or show 
mercy by picking up the Grail. You have now reached the end of the game. 






































iLsk about symbols whenever you saw them? 

gel the lodcsione in Merlin's room? 

gel copper. silver and gold from the Treasurer? 

pay attention [tube scroll in Merlin's room? 

kiss Gwcnhyver good-bye? 

iype ‘Ham ami jam and spam a lot" in Ihe treasury? 

try inking any three objects, except the lotfesione, in Merlin's room? 

ask Merlin about his herbs? 

look oul of the window in the King's room? 

give gold at both altars in ihe Chapel? 

buy skins from the Hunter? 

talk to the old Father Tree in the Forest Perilous (where you encountered the crow 
and ihe dead knight)? 

eat ihe mushrooms in the Forest Perilous where you encountered the crow [save 
your game first)? 

read the runes on ihe pedestal al ter the w udi lefl? 
ask the Monk aboul his beliefs? 
ask the Harbourmaster about the names of ihe ships? 
ask ihe Scholar about qahw ah? 

follow Jabirto ihe pool, then refuse lo drink uniil you drive him cimy? 

eat a lizard in ihe desert? 

give a fclafcl to ihe urchin ? 

try lo buy the Grail from Ismail? 

spend ihe night in ihe Star of Allah Ittn? 

look at Fawaz's daughter? ( be sure 10 save your game firsi) 

kiss Fatima? I belter save u game first) 

try Leaving Fal bends he fore you completed the Test of Symbols? [Gel ready for a 

looooooong walk hack!) 

look at all die murals in the catacombs? 

read the inscription on the lid of the sarcophagus? 

throw ihe Thing in the sarcophagus a hone'? 

show mercy to ihe thief in the alley of the Temple? 
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